Feedback: Dungeons & Dragons homebrew 


subclass - Druid: Circle of the Ravenous 


This is also being posted in the /DnDHomebrew & /dndnext categories since I'm trying to get as 


much feedback as possible; hopefully this isn't incredibly annoying to anyone! 


Everything I'm about to share is a Druid subclass that I've been working on for some time now, 
I've posted about it once before and got some feedback then and I'm hoping to do so again. I'm 
looking for critical, honest feedback. Ways the subclass are underpowered, overpowered, glaring 


inconsistencies(or not so glaring), things that don't make sense, etc.. 


And now a bit of context before getting into it. | created this subclass because I'd always wanted 
a Druid subclass that really just focused on the transformative aspects of the class and less on 
everything else. And after a couple years and lots of reading, | eventually ended up with some 
inspiration and ended up wanting to create not only a Druid subclass that focused primarily on 
ransformations but something that was also, a bit more on the dark side of the "balance" 


spectrum. 


Additionally! I'd also like to say openly that outside of just criticism and thoughts, I'm also very 


lopen to ideas. In relation to both the lore and or specific mechanics of the subclass. 
Final notes: 


1st. Please keep in mind that this subclass has been and is currently being designed on 
DnDBeyond and as such, | am under the restrictions that might impose. For those unfamiliar, 
Without getting too into it, this basically just means that | am incapable of removing "hardcoded" 
feats from the list of learned feats while leveling. Things like not being able to actually 
mechanically remove the spell casting ability, or not being able to remove redundant feats like 
Wild Shape Improvements. As well as Beast Spells which is a completely worthless feat for this 
subclass that can't simply be replaced. And one of the restrictions to being able to publicize on 
DnDBeyond, is that a subclass must adhere to a specific number of feats; including the 


hardcoded ones. 


2nd. This IS a pretty complex subclass to get into and | understand that it's a lot of work for 
potentially both the DM and the player, and obviously this is something that should only be added 
oO a campaign after discussing it extensively with your DM. As it stands currently, in the 
campaign that I'm play testing it in, for Chimeric Shape transformations, | will put together the 


stat blocks in my spare time and send them to my DM for a final review/approval. 


3rd. A personal point of conflict at the moment is as to whether or not the subclass should be 
able to cast spells should the current transformation have a spell casting ability. I've been on the 
fence about this for awhile and for balance purposes | don't think it's something that should be 


implemented but for awesome pointrs, | want it to be possible. Thoughts? 


Now! Without further delay; my homebrew Druid subclass, currently named "Circle of the 


Druids belonging to the enigmatic Circle of the Ravenous hail from a lineage marred by a potent 
and ancient curse. Sparse in number and cloaked in the shadows of their foreboding heritage, 
hese druids embody the essence of chaos and darkness, their very beings twisted by the curse 
hat courses through their veins. Unlike their brethren, who often gather in circles to protect and 
preserve nature's balance, these solitary wanderers are bound by no such oaths. Their lives are 
nomadic, marked by an insatiable hunger that drives them across continents and through the 


fabric of planes themselves in a relentless quest for sustenance. 


The Circle of the Ravenous claims no guardianship over lands or lore, nor do they partake in the 
defense of nature's equilibrium. Instead, they traverse the realms in solitude, propelled by their 
endless craving. Their existence is a tapestry of bizarre and lone adventures, punctuated by the 
rituals and rites that define their cursed existence. Despite their often dark demeanor and chaotic 


inclinations, it would be a mistake to hastily label them as malevolent. Their isolation stems not 


from preference but from necessity and circumstance. Regarded with suspicion and fear by 


others, members of this circle often modify their appearance in unsettling ways, such as 


sharpening their teeth to deadly points, further alienating themselves from the world. 


This deep, intrinsic connection to their bestial transformations leads many within the Circle of the 


Ravenous to favor a particular form, dwelling within it to the extent that the boundaries between 


heir true nature and the adopted one blur and distort over time. Such practices only deepen their 
estrangement, not only from society at large but also from fellow druids, who view them with a 
mix of fear and disdain. At times, this misunderstanding and mistrust escalate, leading to their 


being actively hunted or exiled. 


Yet, within the curse that defines them lies a profound power and a deep understanding of the 
primal aspects of existence. The Circle of the Ravenous, for all its perceived darkness, embodies 
a fundamental truth of nature: the relentless and unforgiving cycle of predator and prey. Their 
journey is one of survival, discovery, and, perhaps, a quest for redemption or understanding 


Within the vast, mysterious expanses of the multiverse. 


Curse of the Ravenous 


2nd-level Circle of the Ravenous feature 


Upon embracing the Circle of the Ravenous at 2nd level, the ancient curse of your lineage 
awakens within you, granting a unique method to harness the forms of the wild. Unlike traditional 
druids who draw upon sights seen, you must engage in the primal act of Consumption, absorbing 


he essence of a living or recently deceased creature to adopt its shape. 


Combat Wild Shape: You can use your Wild Shape, Feral Shape, Apex Wild Shape, Chimeric 


Shape, and Apex Chimeric Shape to transform as a bonus action instead of an action. 


Consumption: You gain the ability to consume a portion of a creature of the Aberration, Beast, 
Celestial, Dragon, Elemental, Fiend, Monstrosity, Ooze, Plant, or Undead type that is alive or has 
died within the last 48 hours (unless preserved by magical means). This act can be performed as 
a ritual or as an action. When executed in combat as an attack against targets at half hit points 
or less, the damage inflicted by this attack increases at 6th (2d6), 10th (2d8), 14th (3d8), 18th 


(4d8), and 20th (4d10) levels, reflecting your growing mastery and the potency of the curse. 


Transformation Capability: Initially, you can transform into creatures with a Challenge Rating 
(CR) of 1 or lower, disregarding the CR limits normally imposed by the Beast Shapes table. At 5th 
level, you overcome all restrictions from the Beast Shape tables. Starting at 6th level, you can 


ransform into creatures with a CR equal to half your druid level, rounded down, plus one. 


Specialized Magic: Your magical practices are centered around your transformative abilities. You 
cannot learn or cast spells outside of those related to your Circle's unique forms: Wild Shape, 


Feral Shape, Apex Wild Shape, Chimeric Shape, and Apex Chimeric Shape. 


Drawback & Mitigation: The act of Consumption is not without its risks, especially when the 
essence of more dangerous creatures is ingested. To mitigate these dangers, you may perform a 
blood sacrament prior to Consumption, granting you advantage on saving throws against the 


potential harmful effects. 


Saving Throws: When consuming the essence of creatures, make an Intelligence saving throw 
against a DC of 10, which increases by 2 every 4 levels thereafter. On a failure, you suffer a level 
of exhaustion for 1 hour and become poisoned for 3 turns. Successful saves negate these 
deleterious effects. Regardless of the outcome, you acquire the ability to transform into the 


consumed creature type, expanding your mastery over the wild forms. 


Twisted Morphology 


2nd-level Circle of the Ravenous feature 


Upon embracing the path of the Circle of the Ravenous at 2nd level, you gain a profound 
connection to the monstrous aspects of nature, allowing you to transform into Monstrosity-type 


creatures you have consumed. 


Unnatural Appetite: As you grow in power and understanding, at 4th level and every two levels 
hereafter (6th, 8th, 10th, 12th, and 14th), you unlock the ability to consume and transform into 
additional creature types: Aberration, Celestial, Dragon, Elemental, Fiend, Ooze, Plant, and 
Undead. This expansion of your transformative repertoire reflects your deepening mastery over 


he primal essence of these beings. 


Preservation of Nature's Guise: Regardless of the formidable and diverse forms you assume, you 
retain the essence of the beast within. When transformed into any of these additional creature 
ypes, for the purposes of spells and effects, you are still considered a beast. This unique trait 
underscores the Circle of the Ravenous’ ability to blur the lines between the natural world and the 


myriad realms beyond. 


GM Discretion: The inclusion of Undead as a consumable and transformable creature type is left 
o the discretion of the Game Master (GM), allowing for flexibility and adaptation to the narrative 


needs of the campaign. 


Applicability: This feature applies to all forms of your transformative magic, including Wild Shape, 
Feral Shape, Apex Wild Shape, Chimeric Shape, and Apex Chimeric Shape, broadening the scope 


lof your wild communion. 


Appetite: Aberrations 


By choosing this option, you acquire the ability to transform into Aberration type creatures. 


Appetite: Celestials 


By choosing this option, you acquire the ability to transform into Celestial type creatures. 


Appetite: Dragons 


By choosing this option, you acquire the ability to transform into Dragon type creatures. 


Appetite: Elementals 


By choosing this option, you acquire the ability to transform into Elemental type creatures. 


Appetite: Fiends 


By choosing this option, you acquire the ability to transform into Fiend type creatures. 


Appetite: Oozes 


By choosing this option, you acquire the ability to transform into Ooze type creatures. 


Appetite: Plants 


By choosing this option, you acquire the ability to transform into Plant type creatures. 


Appetite: Undead 


By choosing this option, you acquire the ability to transform into Undead type creatures. 


Regenerative Tissue 


The ancient curse within you not only brings a hunger for the essence of life but also bestows 


upon you a remarkable resilience. 


Death's Defiance: Once per long rest, when an attack would reduce you to 0 hit points, you 
instead drop to 1 hit point. This tenacity persists in any form you assume through Wild Shape, 
Feral Shape, Chimeric Shape, Apex Wild Shape, or Apex Chimeric Shape, showcasing the 


unyielding vitality of your cursed blood. 


Regenerative Tissue: In your transformed state—be it Wild, Feral, Chimeric, Apex Wild, or Apex 
Chimeric Shape—you have the ability to rapidly heal. As a bonus action, you can expend a spell 
slot to regain hit points equal to 1d8 per level of the spell slot used, plus your proficiency bonus. 
This regeneration mirrors the adaptability and endurance of the creatures you embody, further 


blurring the lines between you and the wild. 


Insatiable Appetite: The act of Consumption not only expands your repertoire of forms but also 
invigorates your primal essence. Each time you use Consumption to successfully acquire a new 
form, you regain one expended charge of Wild Shape. This feature symbolizes the cycle of 


predation and rebirth, a core aspect of your existence within the Circle of the Ravenous. 


Cursed Physiology 


6th-level Circle of the Ravenous feature 


As you reach the 6th level, the Curse of the Ravenous within you intensifies, affording you 


unparalleled mastery over your transformative abilities 


Feral Shape: You gain the ability to undergo Wild Shape transformation by expending one or 
more spell slots, the total level of which must be equal to or greater than the Challenge Rating 
(CR) of a creature you have consumed and intend to transform into. This advanced form of 


ransformation is known as Feral Shape. 


Magical Attacks: While in the form of Wild Shape, Feral Shape, Chimeric Shape, Apex Wild Shape, 
lor Apex Chimeric Shape, your attacks are considered magical for the purpose of bypassing 


resistances and immunities to nonmagical attacks and damage. 


Mystical Weaponry: If you are wielding a staff during your transformation into any creature form 
hat utilizes a weapon, you have the ability to imbue this staff with your transformative energy. 

This allows the staff to morph into a version of the creature's weapon, retaining its physical 

functionality but not any inherent magical properties. Nonetheless, it is considered magical for 


overcoming resistances and immunities to nonmagical attacks and damage. 


Chimeric Shape 


10th-level Circle of the Ravenous feature 


Upon attaining 10th level, the Curse of the Ravenous within you intensifies, granting you 
unprecedented control over its power. You can now utilize Chimeric Shape by expending two 
uses of your Wild Shape. This transformation allows you to meld the essence of three different 
creatures you have consumed into a single form. Chimeric Shape can be invoked once per long 


rest and shares its cooldown with Apex Chimeric Shape. 


Transformation Duration: Once transformed, you can maintain your Chimeric Shape for up to 1 


hour. This duration can be doubled to 2 hours once you acquire the Archdruid feature. 


Amalgamation Details: In your Chimeric Shape, you combine the following attributes of the three 


chosen creatures: 


Head: Incorporates senses, languages, skills, and the Wisdom, and Charisma ability 
scores and saving throws. 

Core: Determines hit points, traits, size, and the Constitution ability score and saving 
throw. 

Body: Provides armor class, condition immunities, damage vulnerabilities, resistances, 
immunities, and the Dexterity ability score and saving throw. 

Limbs & Appendages: Grants actions, reactions, bonus actions, movement types, and the 


Strength ability score and saving throw. 


Chimeric Shape Drawback: Engaging this transformation risks your mental stability. Upon 
ransformation, roll a d20 and a d6, subtracting the d6 result from the d20. If the final result is a 1, 


you succumb to confusion, mirroring the effects of the spell, for 1d4 turns. 


Apex Predator 


14th-level Circle of the Ravenous feature 


Reaching the pinnacle of your power at 14th level, the Curse of the Ravenous fully awakens 


Within you, granting access to Apex Wild Shape and Apex Chimeric Shape, 


Apex Wild Shape: Once a day, and by spending spell slots with a combined level equal to or 
greater than the CR of the creature instead of Wild Shape Charges, you can transform into any 
creature you have consumed with a Challenge Rating equal to or less than your druid level, . This 
ransformation, which reflects an average example of the creature devoid of any class levels or 
Spellcasting abilities, endures for up to 15 minutes. The duration of this transformation doubles 


upon acquiring the Archdruid feature. 


Apex Chimeric Shape: By expending two uses of Wild Shape, you can blend the essences of 
hree to five consumed creatures into one composite form. This apex transformation is detailed 
las follows and can be maintained for a maximum of 30 minutes, a duration that is doubled with 


he Archdruid feature. 


Head: Incorporates senses, languages, skills, and the Intelligence, Wisdom, and Charisma 
ability scores and saving throws. 

Core: Determines hit points, traits, size, and the Constitution ability score and saving 
throw. 

Body: Provides armor class, condition immunities, damage vulnerabilities, resistances, 
immunities, and the Dexterity ability score and saving throw. 

Limbs & Appendages: Grants actions, reactions, bonus actions, movement types, and the 
Strength ability score and saving throw. 

Extra Limbs/Appendages: Enriches your form with additional actions, reactions, bonus 
actions, and specialized movement types, averaging the total move speed for any 


duplicate types. 


Apex Transformations Drawback: Engaging either of these transformations risks your mental 
stability. Upon transformation, roll a d20 and a d8, subtracting the d8 result from the d20. If the 


final result is a 1, your psyche breaks momentarily. Putting you into a frenzied state and rendering 


you unable to discern friend from foe. In this frenzied state, you are compelled to attack the 


nearest creature or, if none are immediately present, seek out and attack the closest creature. 
This frenzied state endures for 4 turns or until a DC 20 Intelligence saving throw is successfully 


made, which can be attempted at the end of each turn during this state. 


